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WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR 
NINTENDO® HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT SAFETY INFORMATION. 


EVERYONE This product has been rated by the 
Entertainment Software Rating Board. 
For information about the ESRB rating, 
or to comment about the 


appropriateness of the rating, please 
contact the ESRB at 1-800-771-3772. 


LOOK FOR THIS SEAL WHEN 
BUYING GAMES AND 
ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY. 
LICENSED BY ery FOR USE 


NINTENDO SEAL OF QUALITY. 


LICENSED BY 
Nintendo THIS GAME PAK WILL WORK WITH BOTH THE GAME 
Paar te aasean kee BOY® COLOR (DISPLAYING UP TO 56 COLORS} AND 
WITH THE GAME BOY / GAME BOY POCKET 
AND THE OFFICIAL S| EMARK 
AND THE OEECAL SEAL AR aa SYSTEMS (DISPLAYING 4 SHADES OF GRAY). 


© 1989, 1998 NINTENDO OF AMERICA INC. 
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What is Azure Dreams™? : ‘ 

A world of Man, Monsters and Magic - this is the World of "Azure Dreams™", a role-playing 
game set in the desert town of Monsbaiya and the neighboring "Tower of Monstrosity". The player 
adopts the protagonist's identity as a monster handler, possessed of a power to wield familiars and thus take 
on monsters in those dungeon e even the most experienced adults fear to tread. Aside from encounters 
with monsters and item recoveries, many other events await the player in the dungeon interior of the Tower, 
including the legendary top floor, the site the protagonist's father was last seen heading for. The protagonist will 
follow his father's trail, wherever adventure may lead him... 


The three game modes are as follows: 
@"New Game” 
Start the game from the beginning. 
@ Continue" 
Continue from a previously saved game. 


@" Exchange” 
Use a Game Link Cable (sold separately) to exchange monsters. 


1. Insert the ‘Game Pak in your Game Boy correctly and tum on the power. The Title screen 


will be displayed. Hit any button to advance to the Menu screen. 
2, Once the Menu screen has been displayed, select "New Game" with the Control Pad 
(Up/Down), press the A Button or START, and enter your name. ; 
P , , : 
@ CONTINUE B 


_ 1. When launching a game from saved data, select “Continue” with the Control Pad (Up/Down), and press the 

A Button. ' 
Ki 2, The Load screen will be displayed, and information on previously saved data is displayed. If only one saved 

f game is on file, the Load screen will not be displayed and the saved data will be loaded automatically, 


Control Pad (Up/Down) Data selection 


A Button 


Enter 


jinputinay be performed immediately after the players birth. A name entered in the 
Input Screen is used throughout the game, and c once entered, cannot be changed 
s) 
f 
elect from among three character types - "Caps", "Lower Case", and | 
“Numbers" - and enter the player's name in the Name Input Screen. 
2. Once name input is complete, select “End”. ' 
* Press the A Button at "Back" on the screen to delete a letter during name input. 
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Control Pad (Left/Right) 
A Button Enter 
B Button Delete a character 


Control Pad [Movecurmor 


A Button Character input 
| B Button Retum to character type BSSSCaa items 
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The player's family consists of the player himself, his mother 
(Wreath), and his younger sister (Weedy). 
[Wreath's functions] 
Opening the safe 
Saving data 
[Weedy's function] 
Letting the player see the monster book 
* A monster stable (where familiars are kept) is located to the back of the room. 


i On Storing and Withdrawing items from the Safe B 
tems collected in the Tower or bought at the store may be stored in the safe. (Up to 20 items may be stored). 


ltems stored in the safe do not disappear even when the player passes out during an adventure, 


Control Pad 
A Button 
B Button 


View item information 


Toggle between possessions and 


jonsters and eggs both collected in the Tower and bought at the store may be kept in the 
monster stable. In addition, the monster stable is a place to add monsters and eggs kept 
there in the player's possessions. 
= The number of monsters and eggs that may be stored can be increased by contracting 
the carpenter. 


ATake the familiar i 4ARetum the familiar 
| along. L to its stall. 


A Button 
B Button 


nster Book lists: the ‘monsters a 
“Contents P : 


"Monsters previously fought 


Monsters reviously kept as szamniars 


Return to Contents 


Switch between first and second page = 


Monsters previously kept as familiars 
(Monsters received or hatched from eggs) 


Monsters previously foug ght 


a 


jagic associated with each monster belongs to one of three classes, and the monsters of 
each class have special characteristics and compatibilities. 


Classes of monsters consist of Fire, Water and Wind. 
Monsters know their own magic Spells, and these vary 
according to the type of monster. New spells may be 
created through the fusing process, and the player 
should not be afraid to experiment. The classes of magic 
have the characteristics shown to the right. 


* Fire Magic: High power for attack type 
* Water Magic: High power for defensive type 
* Wind Magic: High power for specialized type 


@ Classes of Monsters B 
All monsters also belong to one of three classes. Just as in 
magic, the species of monsters are divided among Fire, 
Water and Wind, and the level of magic increases as the 
monster grows stronger. In addition, monsters who share 
Water is re. // reisstrong _ the same level have a class-dependent relationship shown 
against Fi Fie. // \ aoane Wind. | to the left. Note that each class has a stronger or weaker 
relationship to each of the other two classes. 


Wind is strong is strong 
against Water. 


Water 


Town 


This is the town of Monsbaiya, the protagonist's birthplace. The adventure to reach the 
Tower of Monstrosity starts here. 


Move the player 
Player controls (Run) 
Enter selection; Talk 
Cancel 
View possessions 


r 


The door into the Tower of Monstrosity is protected by a mysterious power, barring the 
player from carrying in more than five items and familiars combined. 


i The Interior of the Tower of Monstrosity H 
The player must search the dungeon once inside the Tower. Collect the 
variety of itams and monster eggs that can be found in the dungeon to make 
your familiar stronger. Be cautious in your search however: the Tower of 
Monstrosity is filled with hostile monsters and a number of invisible traps. If 
the player loses consciousness during a search, he is forcibly retuned home 
and all possessions collected in the dungeon will be lost. 

* Items stored in the safe and eggs kept in the Monster Stable will not 


disappear. 
Button Controls 
Control Pad 
B button + Control Pad 


Player controls, cursor movement, etc. 


Player controls (Run) 


} 


Window Serees | ) | 


Push START during a dungeon search or a battle to display the Window (Menu). 


Item selection 
Enter selection 


Cancel 


_ Viewing the Possessions Selection Screen | 


This screen displays the items, eggs and familiars in possession and allows the player to use them. Select the 
item to use with Control Pad (Up/Down), and open the Possessions Selection Menu using the A Button. Make 
an appropriate selection from among the menu items, and enter with the A Button. Use the B Button to cancel. 
In addition, explanations on items and other possessions may be viewed by pressing START. 

Up to 20 possessions may be kept. 


Item selection 
Enter selection 


. Player's St 


Push the A Button to go to 
Special Powers screen. 


Control Pad 


Configures the position(s) of the familiar(s) relative to the player. 
To configure familiar formation, first select the item using the Control Pad (Left/Right), and enter 
with the A Button. To cancel, press the B Button. The position of the familiar can be set using the 


Item Select 
Change familiar's position 


A Button 


Enter selection 


B Button 


Cancel 


Switch between familiars 
wearing red and blue collars. 
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Changing the Al Level 
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familiar's Al 
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the Control Pad, and enter the selection using the A Button. To cancel, push the B Button. The choice of 
formation and Al level are reflected in the familiars with their respective pve or red collars once the selection 
has been entered. 
* Pushing the B Button, instead of the A Button, to cancel at the time of selection entry results in failure of the 
familiars to register | the changes made to formation and Al level. 
Controls 


Enter selection 
Cancel 
Switch between familiars wearing red and blue collars. 


Standby on the spot 
Simply follows the player 
Backs up the player with cooperative magic Normal — 
Uses direct attacks in battles Fairly high 
Makes aggressive use of offensive magic to take on the enemy Hig 


Fairly low 


Collared familiars may be fused. However, since there are only two colle, one each of red 
and blue, fusing une two collars and more than two monsters. 


Choose a basic 
imonster. 


There is a blue and a red collar. The red collar is given to the player when he comes of age at the 


opening of the game. The blue collar, on the other hand, is somewhere inside the Tower and must be 
located by the player. 


: zure Dreams™= allows the player to exchange and buy/sell monsters with a friend through 
the use of the Game Link Cable (sold separately). When performing an exchange or 
sale/purchase, connect two Game Boys with a Game Link Cable, then select the saved 
data in the data loading screen. 


Control Pad (Up/Down) 
Ape et 


Pushing the A Button or START after saved data has been selected in the Data Loading Screen, and the 
Network Connection Screen is displayed on both Game Boys, results in the creation of a link between both 
Game aig 
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1. Select a monster to transfer from 1P to 2P. 


2. Once the selection of a monster to transfer from 1P to 2P is complete, 
select a monster to transfer. from 2P to 1P. Select “Monster” when choosing a = 
monster, or "Money" to choose Gold. In addition, select "Exch" to make an exchange Ym me | 
according to conditions entered in this screen. 
Sess 
. Input the terms of exchange for 1P and 2P respectively, and enter with the A Button. 
Confirm the terms for both 1P and 2P respectively, and select "OK" at the bottom of the 
screen. lf "OK" has been selected for both 1P and 2P, an exchange of monsters based 
on the terms displayed here takes place. (These button controls are shared by 1P and 
2P). 


When the exchange of data is complete, select “Continue” to conduct another exchange. 
. Selecting "Continue* will return the player to the Monster Selection Screen, while 
© selecting "Quit" will display the Title Screen, 
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A Button 7 
B Button 


a eel View Status 


Set the amount to pay a friend, and use the Control Pad to set the amount one digit at a time. 
Enter with the A Button once the setting is complete. Use the Control Pad (Left/Right) and select 
“Monster to return to the Moe Selection Screen, "Exch* to conduct an exchange, then press the A Button 


to enter. ; 


Button Controls 


Control Pad 


Change number (+/-) 
Change digits 
A Button 
B Button 


WARRANTY AND SERVICE INFORMATION 


if you feel stuck in the game, or just need a boost, don't worry! 
You can call the Konami Game Hint & Tip Line for help on this software and all the fine Konami products. 
Konami Game Hint & Tip Line: 1-900-896-HINT (4468) 
* 95¢ per minute charge 
* $1.25 per minute support from a game counselor 
* Touch tone phone required 
* Minors must have parental permission before dialing 
Hints are available 24 hours a day, Live support Monday-Friday 8:00 A.M. to 4:30 P.M. Pacific Time. 
Prices and availability are subject to change. U.S. accessibility only. 


Konami of America, Inc. 
1400 Bridge Parkway, Redwood City, CA 94065 Phone: 650-654-5600 


KONAMI OF AMERICA, INC. LIMITED WARRANTY 
Konami of America, Inc, warrants to the original purchaser of this Konami software product that the medium on which this computer 
program is recorded is free from defects in materials and workmanship for a period of ninety (90) days from the date of purchase, This 
Konami software program is sold “as is," without express or implied warranty of any kind, and Konami is not liable for any losses or 
damages of any kind resulting from use of this program. Konami agrees for a period of ninety (90) days to either repair or replace, at 
its option, free of charge, any Konami software product, postage paid, with proof of date of purchase, at its Factory Service Center. 
This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void if the defect In the 
Konami software product has arisen through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF 
ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR 
OBLIGATE KONAMI. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD 
DESCRIBED ABOVE. IN NO EVENT WILL KONAMI BE LIABLE FOR ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS KONAMI SOFTWARE PRODUCT. 
Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations of incidental or 
consequential damages so the above limitations and/or exclusions of liability may not apply to you. This warranty gives you specific 
rights, and you may also have other rights which vary from state to state- 


Konami Online: World Wide Web - http://www.konami.com 
CompuServe: Click FIND then type Konami. We are in the Video Gaming Central forum. 
To join CompuServe please call 1-800-524-3388 


Konami is a registered trademark of Konami Co., Ltd. 
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KONAMI OF AMERICA, INC. 1400 Bridge Parkway 
Redwood City, CA 94065-1567 
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